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CHECKERS 



Nol everyone grew up playing exactly I he same version of < hr< k- 
ers, so please lake lime 10 read the ground rules before starting 
to play- 

GROUND RULES 

The object of the game is to remove all your opponent's pieces 

from the board. The way to remove a piece i* to jump it. You 

can jump one of your opponent's pieces if it is in a square whu l» 
is diagonally adjoined on one side by a square holding one of 
your pieces and on the diagonally opposite ride by a vacant sqifan 
Your piece then jumps over your opponent's piece and into l lu- 
vacant square, and die opponent's piece is removed. (Str li^ttrt- 
I.) If completing the jump brings you into position to perforin 
another jump, then you continue jumping, until you land on a 
square from which von cannot jump. (Sir Ftgitrt 2.) 
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Figure 1. 

The piece marked A can jump 
lo am of the four vacant 
squares — W.X.Y. or Z — and one 
cm the opponent** pieces 
(marked #) will be removed. 
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Figure _. 

The piece marked A can jump 
to vacant square Y. iheu imme- 
diately to vacant square Z, elim- 
inating two ol the opponent's 
pieces. 



Copyright c 1984 M*crodislnbutors international Inc 

Cartridge program and contents copyright * 1984 

ISBN 0-918025-01-X 

See important warranty mlot mation at back ot booklet 



You cannot jump over Iwo adjacent pieces. Vou cannot jump 
uvei m vat ant square. You cannot jump Over your own piece, (Set 
Rgun J.) Bui when you ran jump, you must jump; your onl) 
* hoi< e is which jump to make, it more than one direction is pos- 
sible. 
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Figure* 3. 

rhr pine marked A canNOI 

iuni|i In V.M.iMl Mjll.tlr \. In- 

cause two adjacent opposing 

pieces are in the way* I In [ 

marked II tan nut jump (o V8 
cant square Y. because an 
empty square is in the way. I he 
piece marked C cannot jump in 
vacant square Z because the 
piece in the way is not an op- 
posing piece- 



PLAYING BY COMPUTER- 
HOW TO START 



When you turn the game on. it first asks for your name. Type 
your name on the keyboard and hit (he RETURN button. If you 
noiit e you have made a mistake while typing before you hit RE- 
TURN, backspace with the DHL key and coned your mistake. 
Next the computer asks you which level to pla\ at. Level (I is 
the lowest and easiest level. Level I is the highest and most dif- 
ficult. To choose the leveh hit a number kev from to t, then 

press RETURN. 

Finally, the computer asks if you want to see the insirui lions. 
The insti tit lions remind you of the most important points men* 

tioned here. To see them, hit Y To begin playing without seeing 

them, hit N. It you do request imiim lions, oiuc lluVre on the 
m reen you can proceed to play the game by pressing ,m\ ke) 



Your turn comes first, and your pieces are the ones u ranged al 

the bottom ol the screen waiting to move up. 



To move one of your pieces: 

1. Bring your cursor (the small black marker thai is waiting al 
the bottom right cornel of the board) lo the square which 
you want to move from. To bring the cursor there, use the 
joystick or the < (left). > (right). Ff> (up), and F7 (down) keys. 

2. When the cursor is positioned on the square you wanl to move 
[wm % signal your position by firing the joystick or pressing 
RETURN, If the cursor jumps back to the bottom right cor- 
nel, whi wereiVl allowed to move From the squan you chose 
In that case, check the board and n \ again. Perhaps you have 
a jump to make that you didn't notii <■ 

3. When you have successfully indicated the square you wanl LO 
move from, bring the cursor to the senate you want to mow 
to. Again, use the joystick or the <, >, F5, and F7 kevs. and 
again lire the jovstick or press RE IVKN when you're ihere 
Again, if the computer refuses lo register the move then the 
move is against the rules. In that rasi\ (heck ibe board and 
li \ again- 
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HOW TO JUMP 



Jumping is performed just like moving, with one difference. 
When you've successfully jumped lo a square, yon must ehhei 
continue your jump onward to another square (if you can) or 
conclude your jump by a second firing ol the joystick or RE II R\ 
key on the square where you landed. No matter how many times 



you continue your jump, you mum always emu hide ii l»\ a second 

i )■ ..i in PURN. II ihccompuici docs noi accepi yout |ump 

in you i huh iiiMtm, then you " breaking 1 1 ■<- 1 ules. Check lose 
ii iIh m n iinn i.i i m >i i you lutvi mi noticed 



TAKING TURNS 

\ m ii time youi lu t s. you 4 an mo* pien If you can 

jump you miiiil jump II you * iin ihm |un in with ilw uitir 

ptei * \*>u nuisi jump again. II you can f l jump HI nil. then you 

must w H you can. When you've finished jumping oi vlng 

with one piece, it's your opponent's turn. All the rules thai nppl) 
to you ;i|>pl\ i<> yom opponent ;is well- 



THE COMPUTERS TURN 

Kach Lime rou makea move or conclude a jump, the computet 
lake* in seconds or so lo consider the board (you can sec the 

■* 1b being counted off), before ii lakes its own turn, then it 

counts ofl anothei ten seconds before it's your turn again. 



MOVING 



II iis your turn to do something and you can't jump, then you 
have 10 move if possible. You can moveanyofyoui regular pieces 
(<> un) adjacent vacant square in a forward diagonal direction. 
(5a figure /.) As the game starts, all your pieces are regular 
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Figure 4. 

Piece A, which is ;i rcgumi 
l>u<t'. \ .tit move to v.h unl 
iquarc V <>i to wcatii iquarc / 



pieces. If (lining the game any of your pieces reaches I lie op* 
posiir edge of (lie board, then (hat piece be* nines a king. A king 
can move to an adjacent vacant square in a backward diagonal 
direction as well as in a forward diagonal direction. (Set Figutr 



Figure 5. 

Piece II. which is *i king, < an 
move to any of four vac am 
squares — W.X.Y, or /.. 
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RESTARTING AND QUITTING 

* 

|c> starl a new game al any iinu\ press Y when vour turn comes* 
10 Mop playing altogether, puss Q when vour lutu conies. 

THE ONE KEY NOT TO PRESS 



Dorfl ever press (he S I < MVRESTORE button; ii disrupts oper- 
ations. 



IMPORTANT NOTICE OF DISCLAIMER 
REGARDING SOFTWARE ' 



Microdrttnhiitors International. Inc., docs not warrant this soft Win to 
be free from error or will meet the specific requirements of the end user 
The end user or consumer assumes full responsibility for any dcdslOM 
made or actions taken based on information obtained by using 
Microcomputers software. 

MK RODISTRIBl TORS INTERNATIONAL, INC. EXCLUDES 
ALL WARRANTIES, BOTH EXPRESSED AND IMPLIED, 
REGARDING THE WARRANTY OF MERCHANTABILITY 
AND PERFORMANCE OF ANY SOFTWARE FOR A 
PARTICULAR PURPOSE. THE SOFTWARE IS MADE 
AVAILABLE ON AN "AS IS BASIS." THERE ARE NO 
WARRANTIES WHICH EXTEND BEYOND THEFACE HEREOF. 

IN NO EVENT shall Microdistributors International. Inc.. be liable to 
anyone for direct, incidental, or consequential damages in connection 
with the purchase or use of any Microcomputers software. 

Some states have different limitations on implied warranties. The 
above exclusion may not apply to you in those slates. 
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